Cultural heritage tourism industry is generally required to continuously be creative in finding new strategies for attracting and engaging tourists actively in enjoying this type of tourism. However, cultural heritage managers generally face challenges in marketing and competitiveness. One of the ways to gain competitive advantage is the implementation of the Augmented Reality technology. This study was conducted in order to recreate an interpretation of tourist attractions with the use of Augmented Reality in Bali with the aim of enhancing cultural heritage tourists experience. The methodology used are documentation, interview, usability study and observation. Researches on usability involves users in testing a prototype. The prototype here is an augmented reality app that present the condition of three tourist attractions in Bali (Kuta, Sanur and Uluwatu), back then to 1970-1980s, to the times before Mass Tourism became a threat like nowadays. The usability study and observation method are widely used to understand how people work with electronic devices such as mobile phones and tablets in recent days. The expected results in this study are to produce an app that is useful to enhance the experience of tourists in Bali and at the end it is expected to create a better appreciation to the culture, history of Bali and its tourism.
INTRODUCTION

Background
Augmented Reality, which is further shortened to AR, is one of the most innovative and promising technologies (Attila and Edit, 2012; Jung and Han, 2014) , and that AR is believed to encourage added value benefits and ultimate experience based entirely on recent technology (Neuhofer et al. 2013) . relationship has been studied in many contexts both theoretically and practically (Chung et.al., 2015) . Integrating the Augmented Reality that is successful in the world of tourism, especially cultural heritage tourism will make an important contribution. The important contribution here is to offer value added for tourists visiting Bali, thus they will not solely gain entertainment, however they will also obtain education about the history of tourist areas in Bali.
Research Objectives
This study aims to help improve the experience of traveling in Bali, especially cultural heritage tourism. From this study, it is also expected that tourists and apps users will be aware of the dangers of mass tourism and tourism exploitation in Bali. This awareness will be created after tourists use this application and obtain a direct comparison of the atmosphere of tourist areas in Bali in the past directly on the scene compared to the recent situation. In addition to entertainment that can be experienced through the nostalgia of tourist areas in the past, this application can also educate tourists. The expected results of this study are the creation of a mobile application that can be patented and downloaded on Android and IOS phones. In the end, the creation of the Augmented Reality application will not merely enhance the tourist experience of tourists in Bali, however also to introduce Balinese history and culture to the world indirectly.
LITERATURE REVIEW
Augmented Reality
The latest developments in mobile 
When virtual information is augmented to the real world, the result is 
4
The chief aim of Interpretation is not instruction, but provocation.
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Interpretation should aim to present a whole rather than a part, and must address itself to the whole man rather than any phase. 
METHODS
This research has been at the stage of prototyping of the application. Therefore, in the first year the data collection method was focused on documentation, interview and making a prototype.
Documentation Study
This method was used in order to seek for old photos to be used as a database on the application. These old photos will be used as virtual data layering a real situation. This is in accordance with the concept of Augmented Reality.
Searching for old photos is not merely limited to the world wide web or the internet, but also searches for old books, 
Observation
One of the most common types of observation is usability study observation.
Usability research involves users who try
to use a prototype. This method in this era is widely used to understand how people work with mobile equipment such as mobile phones. The purpose of testing is directed at finding deficiencies that cause problems for users and the challenges they experience when using the mobile device.
Recently, a number of writers have adopted and contributed to the development of usability testing methods for mobile devices (Oulasvirta, 2012; Kjeldskov and Skov, 2014 The application prototype produced Making this application was time consuming because it was fairly complex.
In the early stages of making this 
